
Accessibility in K-12 
Education

For students with disabilities, technology can be an in-
dispensable tool for participating fully in the classroom. 
Using the latest devices and services, including special-
ized assistive technology, students with disabilities can 
access digital content that they would otherwise have 
difficulty seeing, hearing, or using comfortably. Tech-
nology also offers new ways for students to collaborate, 
communicate, and participate in class activities, whether 
they are in the classroom or at a remote location.

Understanding how technology can open up new 
possibilities for students with disabilities is an especially 
urgent undertaking for school systems that are required 
by law to provide equal access to education for students 
with disabilities and to meet accessibility criteria in their 
technology procurement. Technology can also be an 
equalizer for schools as they strive to integrate students 
with disabilities into mainstream classrooms.

The latest technologies allow school administrators  
and teachers to personalize education for all students—
not only those with disabilities, but also students with 
diverse learning styles and different levels of aptitude. 
For example, a teacher can use the Kinect motion-
sensing device and Xbox games to help students 
improve their physical coordination and practice 
collaborating with others. A student who learns better 
with auditory and visual modes together can use the 
Narrator feature in Windows with a Word document  
to see the content as well as hear it read aloud.

Microsoft has been a leading supporter of personalized education 
at every level, from K-12 through college and lifelong learning. 
As schools around the world have come to realize the benefits of 
moving from one-size-fits-all education to greater personalization, 
new types of teacher training, digital curricula, and distance 
learning programs have emerged.

Microsoft Products in the Classroom
For decades, Microsoft has invested in developing accessible 
products that can be tailored to individual needs and preferences. 
Here are some examples:

Windows 8
Windows 8, the newest operating system from Microsoft, offers  
an array of personalization tools and features, including:

• Navigation using touch, mouse, or keyboard

• Ease of Access Center for setting accessibility and personalization 
options

• Speech Recognition for dictating documents and controlling  
the computer by voice

• Narrator screen reader

• Magnifier, which magnifies a portion or all of your screen

• On-Screen Keyboard 

• Visual notifications option to replace system sounds

• Broad ecosystem of compatible third-party  
assistive technology products

Using Technology to Personalize Learning for Students of All Abilities



Resources and Training
To start learning about the latest 
developments in accessible education, 
visit the Accessibility in Education 
webpage on the Microsoft Accessibility 
website. There you’ll find accessibility 
guides for educators, curriculum 
resources, teacher training workshops 
on accessibility, online tutorials about 
using accessibility features in Office and 
Windows, and articles and videos about 
how students with disabilities are using 
technology to enhance their learning. 

To help schools make full use of the 
accessibility features in the technology 
they already own, Microsoft also offers 
accessibility guides for older PCs running 
earlier versions of Microsoft products, 
including Windows 7 and Office 2010. 

Microsoft Office
Microsoft Office allows teachers and students to easily create digital content 
that students with disabilities can access. With the click of a button in Word, 
Excel, or PowerPoint, you can run the Accessibility Checker to scan a document, 
spreadsheet, or presentation for accessibility issues. The tool highlights each 
issue it detects and explains how to address it. 

For example, it will alert you when descriptive text known as “alt text” is missing 
from images, photos, charts, and tables. Alt text describes these elements 
and can be used by students using screen readers to scan a document. The 
Accessibility Checker also provides warnings for content that in many cases can 
make a file difficult for people with disabilities to understand, and it provides 
tips on how to make content even more accessible.  

To learn how one school district is using Office to incorporate accessibility best 
practices into the curriculum, see the Microsoft Accessibility in Education link 
under “To Learn More” below.

Xbox and Kinect
Teachers can use Kinect for Xbox, which combines speech recognition and 
hands-free, voice-activated control, in classroom activities. Kinect-based lessons 
not only integrate students with disabilities into classroom activities, but they 
promote class cohesion, encourage physical activity, and strengthen social skills 
among all students.

To learn how teachers at a school in Portugal are enriching classroom 
instruction using Kinect for Xbox, see the Microsoft Accessibility in Education 
link under “To Learn More” below.

Lync
The Microsoft Lync communications platform enables a variety of distance 
learning options—via video conferencing, instant messaging, voice, and 
Skype—as well as opportunities for students, teachers, and administrators to 
collaborate in real time with others around the globe. 

To learn how one school for the blind uses Lync to teach students remotely, see the 
Microsoft Accessibility in Education link under “To Learn More” below.

Microsoft Accessibility website:  www.microsoft.com/enable

Microsoft Accessibility in Education webpage:  www.microsoft.com/enable/education

Accessibility in Microsoft Office 2013:  www.microsoft.com/enable/products/office2013

To Learn  
More
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